Akagi moved and also spoke. What we've been waiting for has come true. Similarly, Fukumoto Nobuyuki, the creator of "Akagi" and the author of the original work, was anxiously awaiting the completion of the motion picture edition of Akagi. The genius Mr. Fukumoto talks about Akagi, who took action in a new medium he was not involved in.

"I gave a rather unreasonable request."

--Akagi has actually become an anime. How did you feel when you were first approached about an animated adaptation?

I was obviously happy because my work was going to go a lot more places thanks to it. However, when I spoke to the TV station folks... it just didn't feel real. I was wondering if Akagi could really move on-screen.
Since "Akagi" is a mahjong manga, it's not something that shines the brightest through movement. My work in particular often depicts the inner world, so I was wondering what it would look like. I thought ahead of time about how it was going to be expressed when production began. I couldn't imagine it myself at all.

--How did you feel when you actually saw it?

I was amazed. I couldn't imagine it, but it was more than whatever I could have possibly imagined. It sounds strange, but that's what I thought. There was no sense of discomfort at all, and I owe this to the anime production staff.
Also, the casting of Hagiwara Masato as Akagi was a really good call.
Akagi is young, so he can't have a bold voice, and if it gets too meek it would give the wrong impression. He's a genius who can do very bold things, but he also has a delicate air about him. I thought the voice actor who would play Akagi would have a lot of work to do.
Actually, I found out the role had been decided through an email from Mr. Hagiwara himself. Not from the producer (laughs).
I was like, "Ohh! I see...". I was grateful that Mr. Hagiwara, whom I had always had a strong attachment to, was going to go for it. After all, he's known about Akagi for some time even without the connection it had to his own work, and he understands Akagi quite well. Not to mention, he has acting skills, so I was confident that he would be able to make it good.

--Were there any parts of the production you were particular about?

There was one request I did have. It was about how to bridge the differences between the comic and the show.
With comics, the reader can interact with the content at their own pace. If you forget something, you can go back to the previous page and re-read it. If it's too hard to understand, you can just spend some time on that page and read it over if you have to. But anime are a constant, one-way timeline. Like, if you go to the bathroom for a bit, the story will move on without you and you then won't understand a thing (laughs). It may have been a complicated request because it's so fundamental, but the mahjong scenes in Akagi are especially stacked with theories. It's a game in which logic is built up one by one like building blocks, and where some amount of foreshadowing is laid out. I wanted the staff to do something about that.
I like to ponder about things. I wonder what the protagonist would really think of whatever it is he does. Even if I think he's going to do something "this way" for a moment, I start thinking, "Actually, I'm not sure if he would really act like that," so I ruminate over it countless times and delve into the utmost limits, which is what my comic crafting is all about.
Now that I think about it, I may have made a rather unreasonable request. But when I saw the finished product, I felt that it was something new and unconventional. Thanks to that, I was looking forward to watching Akagi on TV every week (laughs).

"I wanted to portray a true genius."

--Akagi is a genius gambler, but you also do some gambling yourself, don't you?

I hardly ever gamble, actually. I get told by readers and those who took a glance at my work stuff like, "That's pretty awesome. You must have had some experience in an actual gambling environment, right?" but I end up disappointing them with the answer every time (laughs). I've really only done a little bit of it for fun.

--That's surprising to hear. The fact that you were able to describe and express those situations without any real-life experience is amazing.

All I wanted to do was depict a certain genius. It's not at all uncommon for the main character in a comic to be a prodigy, but I wondered about the spirit of such a prodigy. I don't think there are many works that delve into the inner workings of these people.
I wanted to portray the spirit, the thoughts of a genius, as well as the parts that make one think, "Oh, so that's how a genius thinks and puts things into practice." I've been going at it with those feelings on my mind, and as a result, people have come to think of me as a gambler. As I said earlier, I've been trying to portray the thoughts of a genius by pondering over them and rethinking them many times, rather than simply portraying some genius.

--On the other hand, like Nangou, the people who are losing in Akagi are also portrayed very realistically.

When doing real gambling, ordinary people just move about in confusion. In the face of this diabolical existence called gambling, it is impossible for ordinary people to cope with it. When I did some gambling myself, I had thoughts like, "Why am I pushing forward when I should be pulling out?". Gambling made me realize that when we are pushed into a corner, we can no longer make rational decisions. My other self is telling me to stop, but I can't. That's why I was able to depict the story of people losing from what little experience I had (laughs).
However, at the time, I may have still been too calm and collected about it. Even though I get all fired up when I'm losing, there's that other part of me that exists. The worst state you can be in is probably the pattern of continuing to be tossed around and being stunned when it's over. Brought down to total failure.
And so, it's Akagi who is calm and indifferent to such things. Well, I guess farsighted might be a better way to put it. He has a different sensibility towards living and dying from ordinary people.

"The secret story of Akagi's birth"

--Akagi's view of life and death is so complicated, it's almost philosophical.

Living and dying is not such a simple topic of discussion to begin with, after all. Akagi isn't just doing crazy things because he's not afraid of dying, and even though those things seem crazy, there are parts of them that are actually well-calculated.

--Is this the reason why it is said that "Akagi" is not just a mahjong manga?

Of course, I think that mahjong was a great tool to portray Akagi's genius. Mahjong is also about building up logic, so it's easy to portray the way I express myself and Akagi's thoughts. I think it was a very good fit.

--Akagi's view of life and death is depicted in "Ten: The Nice Guy on the Path of Tenhou."

Akagi originally played a supporting role, being one of the characters in "Ten". He was an ingeniously powerful, underworld rep player.

--And so because of his popularity...

That wasn't the reason, no. Ten had been serialized in Kindai Mahjong Gold but it was decided to serialize another series in Bessatsu Kindai Mahjong (now Kindai Mahjong) and I wondered what I should work on. And so, the editor in charge of Ten at the time gave me an idea when he asked, "Why don't you try Akagi?".

--And so it became a hit that eclipsed Ten. However, in Ten, a very long time was spent on the part where Akagi was about to die.

When I tried to portray the genius Akagi's view of life and death, it was inevitable that this would happen. But that's what makes my work so special. It takes months for a game to be over, even for Akagi.

--Is the currently serializing "VS Washizu Arc" going to continue?

I'm sorry. It seems it's going to continue (laughs). But lately, I'm really starting to think that this isn't going to work... I'm probably gonna be told, "Oh, you're starting to think that NOW?" though... (laughs). But really... I'm hoping to keep it short... somehow.
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